
D E C K - B U I L D I N G  G A M E



OVERVIEW

In DC Deck-Building Game: Injustice: Gods Among Us, you enter a world struck by tragedy: The 
Joker decimated Metropolis with a nuclear bomb and tricked Superman into killing his wife, Lois Lane. 
This grief drove Superman over the line and he has vowed to take the safety of the world into his own 
hands, no matter the cost. Meanwhile, Batman gathers a team of Insurgents to overthrow Superman’s 
tyrannical reign. One-time friends have become bitter enemies and new allies are found in old 
nemeses!

Your deck begins the game with only the ability to Punch your foes. As the game progresses, you will 
add more powerful cards to your deck, with the goal of defeating your opponents. Build you team 
from a variety of Heroes, Villains, Equipment, and Super Powers. You’ll directly attack your foes and 
attempt to knock them out, which impedes their progress to victory. When the dust has settled, the 
player with the most Victory Points wins.

CONTENTS

207 Game Cards
		 • 20 Light Punch Starter Cards
		 • 8 Vulnerability Starter Cards
		 • 8 Heavy Punch Starter Cards
		 • 4 Defend Starter Cards
		 • 92 Main Deck Cards
		 • 16 Flying Kick cards
		 • 20 Weakness Cards
		 • 9 Super Move Cards
		 • 14 Nemesis Cards
		 • 15 Clash Cards (Impossible Mode)
		 • 1 Randomizer Card

SETUP

1. Your Character and Starting Deck
Each player is dealt 2 random oversized Character cards and chooses 1 of them to play. Alternatively, 
each player may choose to play as their favorite Character. Each player takes the Super Move for their 
chosen Character and tucks it under their Character card so that the charge cost is still visible. Return 
the unused Characters and Super Moves to the game box.

Each player begins the game with a starting deck of 5 Light Punch cards, 2 Vulnerability cards, 
2 Heavy Punch cards, and 1 Defend card. Return any unused Starters to the game box.
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+1 Power
Attack: Deal 2 damage to target foe. 
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HEAVY PUNCH

+1 Power
Attack: Deal 2 damage to target foe. 
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9 Oversized DC Character Cards
4 Oversized Health Track Cards
6 Health Markers
4 Charge Markers
25 KO’d Tokens
25 VP Tokens
10 Oversized Arena Cards (Advanced 
Mode)
3 Arena Reminder Tokens	
1 Rulebook
1 Multiverse Divider
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All DC characters and elements © & ™ DC.
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DEFEND

Defense: Discard this card to avoid an Attack.

(1x in Starter deck)
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All DC characters and elements © & ™ DC.
(s22)

KRYPTONIAN   CRUSH

SUPERMAN TM

TM

+2 Power
Deal 1 unavoidable damage to each foe for 
each Super Power you control and in your 
discard pile.

5555

INJUSTICE SUPERMAN

The first time you play a Super Power each turn,
charge your Meter and +1 Power.

Reduce the first damage dealt to you by a foe each turn by 1.

TM

© 2022 CZEAll DC characters and elements © & ™ DC. (s22)



CARD DETAILS

SUPER MOVE STARTER CARDS

HERO

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

INJUSTICE BLACK CANARY TM

+2 Power
Area Attack: Deal 2 damage to each foe. 

333311

The term “Nemesis” is used to refer collectively to these 
standard-sized Super Hero and Super-Villain cards.

The different card types that you can play are: Starter, Villain, Super Move, Hero,
Super Power, and Equipment. Weakness and Flying Kick cards have no card type.
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ARENACLASH

© 2022 CZEAll DC characters and elements © & ™ DC. (s22)

C L A S HC L A S H
I M P O S S I B L E  M O D E

OVERLOAD
Ambush: Each player may Meter Burn (1): Avoid this 
card’s damage.
Each player reveals and draws the top card of their deck. 
The foe to your right deals damage to you equal to the cost 
of the card you drew.

WEAKNESS
SUPER-VILLAIN SUPER HERO

FLYING KICK

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

FLYING KICKFLYING KICK

+2 Power
Attack: Deal 2 damage to target foe. 

333311
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All DC characters and elements © & ™ DC.
(s22)

WEAKNESS

Return this card to its stack if destroyed.
Take 1 unavoidable damage and return this 
card to its stack.

0000-1-1

VILLAIN

All DC characters and elements © & ™ DC.
(s22)

© 2022 CZE

INJUSTICE THE JOKER TM

Draw 2 cards.
Ongoing: Increase damage you deal to foes by 1.

(This card starts on top of the Nemesis stack.)

LEVEL  LEVEL  11

888844

HERO

All DC characters and elements © & ™ DC.
(s22)

© 2022 CZE

AQUAMAN   (EARTH-1)
TM

+3 Power and you may put your deck into your discard pile.

First Appearance — Attack: Each player reveals a random 
card from their discard pile and destroys it unless they take 
damage equal to its cost.

LEVEL  LEVEL  22

999955

SUPER POWER WITH DEFENSE

SUPER POWER

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

SOMERSAULT

Draw a card. You may discard a card. If you do, 
charge your Meter.
Defense: Discard this card to avoid an Attack. If you 
do, charge your Meter and draw a card.
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VILLAIN

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

INJUSTICE RAVEN

+2 Power
Each foe you successfully attacked this turn reveals 
a Hero from their hand. You may play one of the 
revealed cards. Then, return it.

TM

555522

EQUIPMENT WITH METER BURN

EQUIPMENT

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

GRAPNEL LAUNCHER

+1 Power
Target foe cannot avoid your next Attack this turn.
Meter Burn (1): Draw a card, then discard 
a card.

333311

HERO WITH ATTACK

C
ard Type

Victory Points

STARTER
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All DC characters and elements © & ™ DC.
(s22)

VULNERABILITY

(2x in Starter deck)
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HEAVY PUNCH

+1 Power
Attack: Deal 2 damage to target foe. 

(2x in Starter deck)
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LIGHT PUNCH

+1 Power

(5x in Starter deck)
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SUPER MOVE

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

TM

THE DARK KNIGHT

BATMAN
+2 Power 
Deal 1 unavoidable damage to each foe for each 
Defense card you control and in your 
discard pile.

TM
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STARTER
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All DC characters and elements © & ™ DC.
(s22)

DEFEND

Defense: Discard this card to avoid an Attack.

(1x in Starter deck)

000000

Victory Points

Level

Charge Cost

WATCHTOWERWATCHTOWER

All DC characters and elements © and ™ DC. (s22)
© 2022 CZE

COMPUTER
Meter Burn (1): 

Put this card on top 
of your deck.

Charge your 
Meter.

JAVELIN



4. The Line-Up and Stacks4. The Line-Up and Stacks
After shuffling the main deck, place the top 5 cards from the main deck into a row to form the Line-Up. 
There is no board necessary to play this game; just reserve space for each card. Next, place the Flying 
Kick and Weakness stacks at the end of the Line-Up. The main deck and the stacks of cards on the end 
are not part of the Line-Up.
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3. The Main Deck3. The Main Deck
Most of the cards that you will add to your deck during the game come from the main deck. Set aside 
all Flying Kick, Weakness, and Nemesis cards. Shuffle the remaining Hero, Villain, Equipment, 
and Super Power cards together and place them in the middle of the table. This forms the main deck, 
which is made up of 92 cards total.

Your opening five cards in the Line-Up will vary. 

HERO

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

INJUSTICE MARTIAN MANHUNTER TM

+2 Power
Each foe you successfully attacked this turn reveals 
a Villain from their hand. You may play one of the 
revealed cards. Then, return it.

555522

EQUIPMENT

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

SWORD AND SHIELD

+2 Power
Attack: Target foe gains a Weakness.

Defense: Discard this card to avoid an Attack. If you do, 
draw a card and target foe gains a Weakness.

555511

HERO

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

CYBORG   (EARTH-1)
TM

+2 Power
Each foe you successfully attacked this turn reveals 
an Equipment from their hand. You may play one of 
the revealed cards. Then, return it.

444411

THE LINE-UPMAIN DECK
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Each time you successfully 
attack 1 or more foes,
Charge your Meter.

Meter Burn (X): Play your
Super Move from under your 
Character, then return it.

2. Health Bars and Charge Meter2. Health Bars and Charge Meter
Give each player a Health Track card, 1 Health marker, and 1 Charge marker. Place the Health 
marker on the number 20 on the upper Health Bar. Place the Charge marker on the number 0 on the 
Charge Meter.

You must
Meter Burn (ALL).

Ongoing:
When you defeat a 

Nemesis, gain 2 
Weakness cards.

Attacker may 
draw a card.

Attacker may 
draw a card.

Ongoing: 
When you gain a 

card with cost 5 or 
greater from the 
Line-Up, gain a 

Weakness.

Ongoing: 
Reduce the first 
damage you deal 
to 1 or more foes 
each turn by 1.

Attacker 
charges their 
Meter twice.

Immediately 
reset your 

health to 15.

Ongoing: 
You cannot 

destroy Starter 
cards.

Ongoing: 
Start of your turn:
Reveal the top card 
of you deck. If it has 
cost 1 or greater, 

discard it.
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6. First Player6. First Player
The player who most recently read a comic book gets to go first. Alternatively, you can determine first 
player randomly. The last player in turn order charges their Meter twice. In a 4-player game, the third 
player charges their Meter once. Each player shuffles their 10-card starting deck and draws 5 cards.

5. The Nemesis Stack and Tokens5. The Nemesis Stack and Tokens
Take the standard-sized Nemesis cards and 
sort them by their Level. You will use a certain 
number of each Level depending on the number 
of players in the game. Take the Level 3 Nemesis 
cards, shuffle them face down, and place them 
in a stack above the Flying Kick stack. Then, take 
the Level 2 cards, shuffle them face down, and 
place them on top of the Level 3 cards. Finally, 
put the Level 1 Nemesis on top of the stack face 
up.  Note: The Level 4 Nemesis cards are only 
used in the Extended Game variant (see page 11).

Count out 4 KO’d tokens per player and put them in a pile next to the Line-Up with the -3 VP side of 
each face up. Place the VP tokens in a pile next to the Line-Up. Once you have arranged the main 
deck, Line-Up, stacks, and tokens, it will look something like the below image.
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Your opening five cards in the Line-Up will vary. 

HERO

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

CYBORG   (EARTH-1)
TM

+2 Power
Each foe you successfully attacked this turn reveals 
an Equipment from their hand. You may play one of 
the revealed cards. Then, return it.
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SUPER POWER

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

HEAT VISION

+2 Power
Area Attack: Deal 3 damage to each foe. 

555522

VILLAIN
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All DC characters and elements © & ™ DC.
(s22)

INJUSTICE KILLER FROST

Draw a card.
Attack: Target foe gains a Weakness. 

TM
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INJUSTICE THE JOKER
TM

Draw 2 cards.
Ongoing: Increase dam

age you deal to foes by 1.

(This card starts on top of the Nem
esis stack.)
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GAMEPLAY OVERVIEW

Players take turns in clockwise order. You take your turn by playing cards from your hand face up in 
front of you for all players to see. Any game text on the card resolves immediately from top to bottom. 
This will generate Power (the “currency” of the game) and other abilities. After you play a card, leave 
it in your play zone in front of you. Do not put the cards you play directly into your discard pile.

Each turn, you may spend the Power you generate to buy cards from the Line-Up, Flying Kick stack, 
and/or the top card of the Nemesis stack to improve your deck. All cards you gain are immediately 
placed into your face-up discard pile unless you are instructed otherwise. Discard piles are always 
face up and may be looked through at any time. You do not have to play all of the cards in your hand 
before you start to buy cards and may play additional cards after you have started to purchase cards.

You can buy any number of available cards with combined cost less than or equal to the total Power 
you have generated this turn. For example, your Light Punch cards each give you +1 Power. If you 
play 4 of them and a Vulnerability, which generates no Power, your total Power for the turn is 4. You 
can buy a single card with cost 2, 3, or 4, or even 2 cards each with cost 2, assuming these options 
are available. Flying Kick cards are (usually) available if the cards in the Line-Up are too expensive, 
and you may buy more than 1 during your turn. 

You may choose to end your turn when you are done playing and buying cards. You do not have to 
play all the cards in your hand or spend all of your Power before ending your turn. However, you 
cannot carry over cards you do not play to your next turn and any Power you do not spend is lost. So, 
it’s normally a good idea to play all your cards and spend as much of your Power as you can.

Once you have finished your turn, you will refresh the game area and draw 5 cards from your deck. 
The player to your left will then begin their turn.

Ending Your TurnEnding Your Turn

When you end your turn, resolve the following steps in order:

1.		Announce that you are ending your turn. 
2.		Put any cards remaining in your hand into your discard pile.
3.		Resolve any “end of turn” abilities.	
4.		Put all cards you played into your discard pile. Any unspent Power is lost.
5.		Draw 5 cards from your deck. 
6.		If there are fewer than 5 cards in the Line-Up, add cards from the top of the main deck
		 to the Line-Up until there are 5 cards.
7.			If the top card of the Nemesis stack is face down, flip it up and read aloud its
		 “First Appearance — Attack.”
8. Every player who was KO’d this turn resets their health to 20.
9. Your turn is now over. The next player in the turn sequence starts their turn.

Resolving Card AbilitiesResolving Card Abilities
When an ability tells you to draw a card, that card is always drawn from your own deck. If you cannot 
fully resolve the text on a card, resolve as much of it as possible. When you play a card that triggers 
another ability, like on your Character, fully resolve the card you are playing before resolving any 
secondary abilities triggered by your card play.

If a card’s ability affects multiple players, and the order matters (for example, each player gaining a 
Weakness, with only 1 Weakness remaining in the stack), resolve that ability for each affected player 
in clockwise order, starting with the active player.

6



Sample Turn SequenceSample Turn Sequence

After shuffling up your starting cards, you draw a hand of 4 Light Punch cards and 1 Vulnerability for 
your first turn. You may play the 4 Light Punch cards for a total of 4 Power, which is enough to buy 
Cyborg from the Line-Up. After buying that card, you put it into your discard pile. The Vulnerability 
provides you with no additional Power. You have no Power left to buy additional cards and no other 
cards to play, so you can end your turn. Put all of the cards you have played into your discard pile 
and then draw a new hand of 5 cards. After refilling the Line-Up, it will be the next player’s turn. 

END OF GAME

The game ends when either of the following 3 conditions is met:
	 •	At the end of the turn in which the last KO’d token is given out.
	 •	At the end of the turn in which the last Nemesis is defeated.
	 •	Immediately if you are unable to refill the Line-Up to 5 cards.

At the end of the game, all players return all Ongoing cards they have in play, all cards in their hands, 
and all cards in their discard piles to their decks. Then, each player totals up the Victory Points  on 
cards in their deck and on the tokens acquired during the game. Each VP token adds 1 to your score. 
KO’d tokens and Weakness cards in your deck at the end of the game will subtract Victory Points from 
your total. 

The player with the highest VP total wins! In case of a tie, the tied player with more Nemesis cards 
wins. If there is still a tie, the tied player with the greater number of cards in their deck wins.

Shuffling Your DeckShuffling Your Deck

You don’t shuffle your discard pile and make it into your deck as soon as you run out of cards. 
However, if at any point during the game there are no cards in your deck and you need to draw, 
discard, or reveal a card from your deck, immediately shuffle your discard pile, and it becomes your 
new deck. Then, carry out the action.
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CYBORG   (EARTH-1)
TM

+2 Power
Each foe you successfully attacked this turn reveals 
an Equipment from their hand. You may play one of 
the revealed cards. Then, return it.
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Attack and Defense
Attack cards have the bold keyword “Attack:” in their game text and allow you 
to directly Attack your foes. When you play a card with an Attack ability, it will 
either affect all your foes or a foe of your choice, signified by the word “target.” 
You can also tell that an Attack affects each foe by the word “Area” before the 
word Attack. Starting with the foe to the attacker’s left, each affected foe has 
an opportunity to avoid the Attack with a Defense card. After each player has 
decided whether they will defend or not, each player that didn’t avoid the Attack 
is affected by the text after “Attack:”.

If an Attack is unavoidable, that means players may not use a Defense card 
and must resolve the negative effects of the Attack. In order for an Attack to 
be “successful,” it must actually affect at least one foe. A foe is affected by an 
Attack if they did not avoid it with a Defense and gained a Weakness, discarded 
a card, and/or took damage from the Attack.

Defense cards have the bold keyword “Defense:” in their game text and allow 
you to avoid the negative effects of an Attack card played by a foe. In order to 
use a Defense card, it must be in your hand. A player may utilize only 1 Defense 
card per Attack. Most Defense cards give you a reward when you use them to 
avoid an Attack. The reward is listed after “If you do” on your Defense card. This text is ignored when 
playing a Defense card during your turn.

Discarding a Defense card to avoid an Attack is not considered playing the card. Avoiding an Attack 
does not negate any of the Attack card’s text prior to “Attack:” (like  “Draw a card” or “+2 Power”). 
If an Attack would have no effect on a player, such as gaining a Weakness when the stack is empty, 
you may still use a Defense against it to gain the Defense reward. 

Defeating a Nemesis
During your turn, you can spend Power equal to the cost of the top card of the 
Nemesis stack to defeat that Nemesis. If you do, gain the topmost face-up card 
from the Nemesis stack and place it into your discard pile, just like any other 
card you gain. These cards offer very powerful abilities and are worth a lot of 
VP at the end of the game. The next card in the Nemesis stack remains face 
down until your turn is over, so you may only gain 1 Nemesis per turn. When 
you eventually draw and play a Nemesis card, only resolve the text above the 
“First Appearance — Attack” text. That Attack text is only resolved when 
the Nemesis first appears on the stack and should be ignored at any other time 
during the game.

During the End of Turn procedure, the next Nemesis card in the stack is flipped face up and it Attacks 
every player. Read aloud the text after “First Appearance — Attack:” and each player has 
the option to avoid the Attack with a Defense card. Each player who does not avoid the Attack must 
immediately resolve it against themself. These Attacks are considered to happen during the turn of the 
player who just finished playing their cards.

8

VILLAIN

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

INJUSTICE KILLER FROST

Draw a card.
Attack: Target foe gains a Weakness. 

TM

444411

HERO

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

INJUSTICE NIGHTWING TM

+1 Power, charge your Meter, and draw a card.
Defense: Discard this card to avoid an Attack. If you do, 
charge your Meter and put up to 2 cards with cost 4 or less 
from your discard pile into your hand.

666622

VILLAIN

All DC characters and elements © & ™ DC.
(s22)

© 2022 CZE

INJUSTICE LEX LUTHOR TM

You may put up to 3 Equipment from your discard pile into 
your hand. If you choose not to, +3 Power.
First Appearance — Attack: Each player discards a 
random card. The player(s) who discards the card with the 
highest cost gains a Weakness.

LEVEL  LEVEL  22

1010101055

NEW CONCEPTS

Health and Damage
Each player starts the game with 20 health. This is tracked on your two Health Bars. When you take 
damage, move your Health marker to the right a number of spaces equal to the damage dealt. When 
your Health marker would move off the end of the first Health Bar, move it to the second Health Bar 
and continue moving it. When you get to the end of the second Health Bar, leave your Health marker 
on the 0 space and gain a KO’d token (see the next section for more details). While you have 0 
health, you cannot be dealt any more damage. However, you still can be affected by other Attack 
effects, such as gaining Weakness cards or discarding cards.



The main way you will damage your foes is with Attack cards. These will either deal damage to a 
singular targeted foe or each foe depending on the wording of the Attack. If you deal damage to a foe 
in excess of their remaining health, you are considered to have dealt the full amount of damage. For 
example, if you deal 5 damage to a foe with 2 remaining health, they will move their Health marker 
down to 0 and you will be considered to have dealt 5 damage to that foe. However, once a foe is at 
0 health, they cannot be dealt any additional damage. You may still target them with Attacks that deal 
damage, but you will not be considered to have dealt them any damage or successfully attacked them. 
When you reduce a foe to 0 health, you receive a 1 VP token that will add to your score at the end 
of the game.

When a card tells you to Heal, you move your Health marker to the left a number of spaces equal to 
the amount healed. This can cause you to move from your second Health Bar back to the first. You 
cannot Heal above your starting health of 20.

KO’d Tokens
When your health drops below 1, you are temporarily knocked out. Never fear, your sidekicks are there 
to drag you back to your base for a speedy recovery! You will reset your health back to 20 during the 
End of Turn procedure, but you won’t come out of the fight completely unscathed. When you get KO’d, 
you immediately gain a KO’d token that is worth -3 VP at the end of the game. You can gather multiple 
KO’d tokens if you are knocked out multiple times during the game.  

Note: Ignore the text on the back of the KO’d tokens unless you are playing Impossible Mode (see 
page 11). 

Charge Meter, Meter Burn, and Super Move
Below the Health Bars on your Health Track, you will find your Charge 
Meter. Depending on player count, each player starts the game with 
0 to 2 charges. Whenever you are told to “charge your Meter,” 
move your Charge marker 1 space around the Meter. You can hold 
a maximum of 8 charges. If you would gain charges in excess of 8, 
your marker remains at 8. You may not spend charges in the middle 
of gaining charges in order to make room for additional charges. 
Charges carry over from turn to turn. Do not reset your Charge Meter 
to 0 at the end of your turn.

Your charges can be spent to pay for Meter Burn abilities. There is one of 
these printed on your Health Track. This Meter Burn ability allows you to play 
your Super Move. The “X” in the Meter Burn cost is equal to the charge cost on 
your Super Move card. When you spend the charges to activate your Super 
Move, play it. Then, return it under your Character. Note: Super Moves are not 
Attack cards and cannot be avoided with a Defense card. 

Some main deck cards also provide ways to spend your Meter charges and 
trigger additional effects. These cards have the keyword “Meter Burn” 
followed by a number in parentheses. The number tells you how many charges 
you must spend from your Meter to resolve the text after the Meter Burn 
keyword. When you play a Meter Burn card, you do not have to choose to pay 
the Meter charges until you get to that part of the text. For example, you would 
get to see the card you draw from playing Running Man Stance before deciding 
to pay the charges to draw an additional card. If you decide not to use the Meter 
Burn ability, you cannot choose to pay the charge cost later in your turn. The 
Meter Burn ability on each card can only be used once per turn.

Note that if your Character charges your Meter by playing specific cards, you 
cannot use that charge to pay the Meter Burn cost of that card you just played, 
as those charges are not gained until after fully resolving the played card.

9

SUPER MOVE
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TM

MALLET BOMB

HARLEY QUINN
Play the top card of the main deck. Then, destroy it.
Deal 1 unavoidable damage to each foe for each 
different card type among cards (including this 
one) you played this turn.

5555

SUPER POWER
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RUNNING MAN STANCE

Draw a card. You may destroy a card in 
your hand.
Meter Burn (2): Draw a card.

555511
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Each time you successfully 
attack 1 or more foes,
Charge your Meter.

Meter Burn (X): Play your
Super Move from under your 
Character, then return it.



Oversized Character CardsOversized Character Cards
Your Character gives you access to a unique ability. Most abilities can only be 
used on your turn, but some of them function during other players’ turns as 
well. You should keep your ability in mind when deciding what cards to add 
to your deck. Some of the Characters are labeled as Super Heroes and others 
as Super-Villains. Those tags currently have no in-game function and only 
serve thematic purposes. 

WeaknessWeakness
Some cards force players to gain 1 or more Weakness cards. If this happens, 
each affected player takes the indicated number of Weakness cards from the 
Weakness stack and places them into their discard pile, effectively adding them 
to their deck. If the Weakness stack runs out, abilities that would cause a player 
to gain a Weakness do not do so, but any other abilities those cards have still 
resolve as usual. A player may still use a Defense card to avoid an Attack, even 
when there are no Weakness cards available to be gained. When you draw a 
Weakness card, you may play it during your turn. If you do, deal 1 damage 
to yourself and then return the Weakness card to its stack. If this reduces your 
health to 0, you receive a KO’d token, but no one receives a 1 VP token. You 
still return the Weakness to the stack even if you are already at 0 health when 
you play the Weakness card. When the game ends, each Weakness in your 
deck subtracts 1 VP from your total.

Discarding CardsDiscarding Cards
When a card tells you to “discard” a card, it means from your hand as the default. However, a card 
may tell you to discard a card from another place, such as the top of your deck. Cards that are 
discarded this way count as being “discarded.”

OngoingOngoing
Some cards have the keyword “Ongoing:” in their game text. Ongoing cards go straight to your 
discard pile when gained, just like any other card. However, when you later draw and play an 
Ongoing card, that card will remain face up and in play in front of you for the rest of the game. 
Ongoing cards are not put into your discard pile at the end of your turn like all of the other cards you 
play. An Ongoing card counts as “played” only on the turn in which it entered play. The text after the 
word “Ongoing:” is not active while the card is in your hand, your discard pile, or the Line-Up and 
is only active for you while the card remains in play. The Ongoing ability may be used every turn. You 
may have any number of Ongoing cards in play at once.

Controlling CardsControlling Cards
You control the cards in your play zone. These include the cards you played this 
turn and Ongoing cards still in play from a previous turn. You do not control 
cards in your hand, deck, or discard pile.

Destroying CardsDestroying Cards
Some cards give you the ability to destroy a card from your hand, your deck, 
the Line-Up, etc. When you destroy a card, place it into a face-up pile of 
destroyed cards anywhere away from the play area to show that it is no longer 
a part of the zone it came from. Destroying Starter and Weakness cards will 
improve your deck greatly! Return any destroyed Weakness and Flying Kick 
cards to their respective stacks.

Gaining CardsGaining Cards
Gaining a card is the process of taking ownership of that card. This occurs 
most often when you purchase a card by paying its cost. When a card tells 
a player to gain a card, that card is taken and immediately placed into that 
player’s discard pile at no additional cost, unless otherwise directed.

ADDITIONAL RULES
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WEAKNESS

Return this card to its stack if destroyed.
Take 1 unavoidable damage and return this 
card to its stack.

0000-1-1

HERO
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INJUSTICE THE ATOM TM

 +1 Power
Reveal the top card of your deck. Destroy it 
or return it.

222211

EQUIPMENT
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GREEN LANTERN    POWER RINGTM

You may gain a Hero from the Line-Up and put it 
into your hand. If you choose not to, draw a card.
Meter Burn (2): Put a Hero from your discard pile 
into you hand.

666622

10

INJUSTICE  HAWKGIRL

You may put Attack cards you gain on top of your deck.
The first time you empty a foe’s Health Bar each turn, draw a card.

TM

© 2022 CZEAll DC characters and elements © & ™ DC. (s22)
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PLAY MODE VARIANTS

Short GameShort Game
Playing with new players or short on time? This variant shortens the overall game length. Play with 
only 3 KO’d tokens per player and add 1 less Level 3 Nemesis in the Nemesis stack.

Extended GameExtended Game
Want your game to be an epic marathon? This variant lengthens the overall game time. Play with 5 
KO’d tokens per player. Add a random Level 4 Nemesis to the bottom of the Nemesis stack.

(Not recommended for new players.) 

Impossible ModeImpossible Mode
After becoming familiar with the Injustice main deck, do you find yourself wanting a more 
challenging and unpredictable experience? This mode introduces Clash cards and KO’d token effects.

Clash Cards 
Setup: Shuffle the 15 Clash cards into the main deck after filling the opening Line-Up.

Gameplay: When you add cards to the Line-Up, if you add a Clash card, pause the game and resolve 
the Ambush ability of the Clash card. If the card is an Ambush Attack, players may use a Defense card 
to avoid that Attack. Many of the Clash cards have a Meter Burn ability that allows players to avoid 
the damage caused by the Clash card. Players must decide to spend their charges before resolving the 
rest of the Clash card and determining the exact amount of damage they will receive. Will you wager 
your charges to prevent a massive hit or hope that the damage is minimal? After resolving the Clash 
card, remove it from the game and continue completing the previous action. Multiple Clash cards may 
end up resolving in the same turn.

If you gain, destroy, or play a card from the main deck and it is a Clash card, set that card aside 
and perform that action on the next card in the main deck. After fully resolving that action, return 
any set-aside Clash cards to the top of the deck so they are in the same order they were before being 
revealed.

KO’d Token Effects
Whenever you receive a KO’d token, flip it over and read the text on the back of the token. This text 
will either cause an additional penalty to you for losing the last of your health or give a bonus to the 
person who knocked you out. These are not Attacks and cannot be avoided with a Defense. After 
resolving the text, if the token does not have the Ongoing keyword, flip it face down. Otherwise, leave 
it text side up; you will be affected by the Ongoing penalty for the rest of the game. 



Advanced ModeAdvanced Mode
Once you are familiar with Injustice and want to add more gameplay decisions, add the Arena 
cards to your games. When playing with Arena cards, apply the following changes to Setup and End 
of Turn procedures.

Setup:
7. Shuffle the stack of Arena cards face down and count out a number of them equal to the number of 
cards in the Nemesis stack. Place these cards face down above the Line-Up. Flip the top card of the stack 
face up. Take the top card of the Nemesis stack and place it overlapping the top of the Arena card.

End of Turn:
7. Before revealing a new Nemesis card, remove the top Arena card from the game and flip the next 
card in the stack face up. Place the next Nemesis card on top of the new Arena card.

Arena cards have 5 boxes along the bottom of the card, each corresponding to a slot in the Line-Up. 
Some of the boxes contain an environment feature that you can interact with. After you gain a card 
from the Line-Up, if that card’s Arena slot has something to interact with, you may choose to resolve 
that ability. You must choose to do so immediately after gaining the card. You cannot use that ability 
later in your turn.

For example, after purchasing Injustice Martian Manhunter from the above Line-Up, you may 
spend 1 charge to use the Javelin and put that card on top of your deck. If you buy Cyborg 
(Earth-1) from the above Line-Up, you can use the Computer and charge your Meter. The other 
3 Line-Up slots do not have anything to interact with and will not provide any bonuses for 
purchasing those cards. 

Whenever you refill the Line-Up, first, slide all cards in the Line-Up to the left. Then, fill the remaining 
empty slots from left to right. If an ability causes you to add a card to the Line-Up and there are 
already 5 cards, start a new row of cards below the current row. This means that each slot could end 
up with more than 1 card, which would allow you to trigger the Arena ability multiple times by gaining 
multiple cards from the same slot.

12

HERO
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INJUSTICE MARTIAN MANHUNTER TM

+2 Power
Each foe you successfully attacked this turn reveals 
a Villain from their hand. You may play one of the 
revealed cards. Then, return it.

555522

EQUIPMENT
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SWORD AND SHIELD

+2 Power
Attack: Target foe gains a Weakness.

Defense: Discard this card to avoid an Attack. If you do, 
draw a card and target foe gains a Weakness.

555511

HERO
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CYBORG   (EARTH-1)
TM

+2 Power
Each foe you successfully attacked this turn reveals 
an Equipment from their hand. You may play one of 
the revealed cards. Then, return it.

444411

SUPER POWER
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HEAT VISION

+2 Power
Area Attack: Deal 3 damage to each foe. 

555522

VILLAIN
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INJUSTICE KILLER FROST

Draw a card.
Attack: Target foe gains a Weakness. 

TM

444411

The Watchtower
WATCHTOWERWATCHTOWER
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COMPUTER
Meter Burn (1): 

Put this card on top 
of your deck.

Charge your 
Meter.

JAVELIN

VILLAIN

All DC characters and elements © & ™ DC.
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INJUSTICE THE JOKER TM

Draw 2 cards.
Ongoing: Increase damage you deal to foes by 1.

(This card starts on top of the Nemesis stack.)

LEVEL  LEVEL  11

888844
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Injustice is compatible with other DC Deck-Building Game products. Here are a few 
recommendations for setting up a game with mixed sets.

• When setting up the main deck, feel free to mix in the cards from any one of the Crossover or Crisis 
expansions. If you want to customize the cards in the main deck, we recommend not going over 140 
cards. If you wish to add additional new cards, you should remove cards with similar type and cost.

• Each player who chooses an oversized Character from another set is dealt 2 random unused Super 
Move cards. They tuck one of those under their Character to use this game and return the other to the 
game box.

• Any standard-sized Super-Villain and Super Hero cards can be mixed into the Nemesis stack. When 
building the Nemesis stack, treat these cards as having a Level based on their cost:

Additional Players
You can use additional Starter cards (from another set) to play Injustice with more than 4 players.
If you are playing with 5 players, use 1 less Level 2 Nemesis as you would in a 4-player game.
If you are playing with 6 players, we recommend using the World Hopper rules found in the Multiverse 
expansion and the same number of Nemesis cards as a 3-player game.

MIXING IN CARDS FROM OTHER SETS

Some Arena abilities allow you to deal damage to 1 or more foes. Note that this damage is not 
considered an Attack. Foes cannot use a Defense card to avoid the damage, and you are not 
considered to have successfully attacked that foe. Some Arena abilities require you to spend charges 
from your Meter. Refer to page 9 for more details on Meter Burn abilities. 

8

The Arena Reminder tokens can be used to help players remember which cards in 
the Line-Up have Arena abilities associated with them. After refilling the Line-Up or 
transitioning the Arena, don’t forget to reposition these tokens.
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Nasty Surprise: If the Line-Up contains cards with cost 3, 4, 5, 2, and 5, both 
cards with cost 5 are destroyed. Each player is only dealt 5 damage once.

Have a Blast! / Total Anarchy:  Since Weakness cards 
have a -1 VP value, they will reduce your VP total when 
determining who has the lowest / highest total. Weakness cards 
could result in a negative VP total for comparison purposes.

From the Shadows: Each player resolves the current Nemesis card’s First 
Appearance — Attack against themself only once.

System Failure: You decide if you want to Meter Burn to draw more cards after 
seeing the first 3 cards.

CLASH CARDS

© 2022 CZEAll DC characters and elements © & ™ DC. (s22)

C L A S HC L A S H
I M P O S S I B L E  M O D E

NASTY SURPRISE
Ambush: Destroy all cards in the Line-Up with the 
highest cost. Then, refill the Line-Up.
Ambush Attack: The foe to your right deals damage to 
you equal to the cost of the destroyed card(s).
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C L A S HC L A S H
I M P O S S I B L E  M O D E

HAVE A BLAST!

Ambush: The player(s) with the lowest total 

VP value on cards in their hand deals 5 

unavoidable damage to target foe.
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C L A S HC L A S H
I M P O S S I B L E  M O D E
TOTAL ANARCHYAmbush: The player(s) with the highest total VP value on cards in their hand gains 2 Weakness cards.
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SYSTEM FAILURE
Ambush: Each player discards their hand and 
draws 3 cards.

Each player may Meter Burn (3): Draw 2 cards.
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FROM THE SHADOWS
Ambush: Each player resolves the current 
Nemesis card’s First Appearance — Attack. 
If the current Nemesis is face down, its next 
Attack is unavoidable.

Batarangs: The damage from this card’s Defense will resolve against ALL foes, 
including the attacker and foes that used a Defense card to avoid the initial Attack. 
The damage from this Defense is applied before any damage from the initial 
Attack. This can result in you KO’ing a foe before the original attacker is able to 
KO that player. EQUIPMENT
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BATARANGS TM

+2 Power and charge your Meter.
Defense: Discard this card to avoid an Attack. If you 
do, charge your Meter, deal 1 unavoidable damage to 
each foe, and draw a card.

444411

SPECIFIC CARD CLARIFICATIONS

MAIN DECK CARDS

Cyborg / Flying Ground Slam / Injustice Martian Manhunter / Injustice Parasite / Injustice Raven:  
A foe is considered successfully attacked if they did not use a Defense card to avoid an Attack and 
were affected by that Attack, such as taking damage, discarding a card, gaining a Weakness, etc. 

VILLAIN
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INJUSTICE PARASITE

+2 Power
Each foe you successfully attacked this turn reveals 
a Super Power from their hand. You may play one of 
the revealed cards. Then, return it.

TM

444411

HERO
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INJUSTICE MARTIAN MANHUNTER TM

+2 Power
Each foe you successfully attacked this turn reveals 
a Villain from their hand. You may play one of the 
revealed cards. Then, return it.

555522

VILLAIN
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INJUSTICE RAVEN

+2 Power
Each foe you successfully attacked this turn reveals 
a Hero from their hand. You may play one of the 
revealed cards. Then, return it.

TM

555522

HERO
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CYBORG   (EARTH-1)
TM

+2 Power
Each foe you successfully attacked this turn reveals 
an Equipment from their hand. You may play one of 
the revealed cards. Then, return it.

444411

SUPER POWER

© 2022 CZE

All DC characters and elements © & ™ DC.
(s22)

FLYING GROUND SLAM

+3 Power
If you successfully attacked a foe this turn, 
+2 Power.

666622
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In this box you will find two special components. These are for the 
DC Deck-Building Game: Multiverse Box, a large and sturdy box 
that you can use to store your DC Deck-Building Game cards.

The plastic Multiverse Divider is used in the box to keep your 
Injustice cards separate from the rest. The Randomizer card is 
used in a special Multiverse game format, in which you get to use 
your entire collection!  The Multiverse Box also includes over 50 
new cards that enhance this game format. 
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• Add 3 extra cards to this Event Line-Up.• Replace a Punch with a Heavy Punch.• Get a Health Track with max 10 health.• Deal 2 Super Moves and keep 1.

OVERSIZED CHARACTER CARDS

Injustice The Flash: You discard and draw a card before resolving the 
Attack. If you draw a Defense card, you may now use it to avoid the Attack.

Injustice Hawkgirl: Each player has 2 Health Bars. A player’s top Health 
Bar is emptied when their Health marker moves from the top bar to the bottom 
Health Bar. A player’s bottom Health Bar is emptied when their Health marker 
moves to 0.
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INJUSTICE THE FLASH

When you are attacked for the first time each turn, you may 
discard a card. If you do, draw a card.

Each time you draw 1 or more cards during your turn, charge your Meter.

TM
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INJUSTICE  HAWKGIRL

You may put Attack cards you gain on top of your deck.
The first time you empty a foe’s Health Bar each turn, draw a card.

TM
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D E C K - B U I L D I N G  G A M E

	 TURN SEQUENCE

•	 Resolve “start of turn” abilities.
•	 Play cards from your hand.
•	 Total up your Power and purchase cards with combined cost less than or equal to that total. 
•	 As soon as you gain a card, place it into your discard pile, unless instructed otherwise.
	 Do not immediately replace the cards you gain.
•	 You may play additional cards even after making purchases.

	 END OF TURN

1.	 Announce that you are ending your turn.
2.	 Put any cards remaining in your hand into your discard pile.
3.	 Resolve any “end of turn” abilities.	
4.	 Put all cards you played into your discard pile. Any unspent Power is lost.
5.	 Draw 5 cards from your deck. 
6.	 If there are less than 5 cards in the Line-Up, add cards from the top of the main deck to the Line-Up
	 until there are 5.
7.	 If the top card of the Nemesis stack is face down, flip it up and read aloud its “First Appearance — Attack.”
8. Every player who was KO’d this turn resets their health to 20.
9. Your turn is now over. The next player in the turn sequence starts their turn.

	 END OF GAME

The game ends when either of the following 3 conditions is met:
•	 At the end of the turn in which the last KO’d token is given out.
•	 At the end of the turn in which the last Nemesis is defeated.
•	 Immediately when you are unable to refill the Line-Up to 5 cards.

The player with the highest total VP on their cards and tokens wins.
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